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Abstract 
The paper aims at acquisition of specific elements of sports, games using dynamic, customized and individualized according to 
age and level of training of the subjects. Evaluation of results is done by control samples aimed at assessing general and specific 
motor skills of sports, the initial testing and after applying drive means during the school year.At the end of the research, all 
control samples tested at the end of the school year progresses have been achieved statistically significant at p <0.01 for all 
control samples, which indicates the efficiency of the means tested and working hypothesis verification. 
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1. Introduction 
For physical education and sports activities, especially in small classes, dynamic games are a particularly 
effective means of driving that contribute fully to the achievement of training objectives and provides practitioners 
rewarding and special pleasures, engaging in enjoyable and sport, but at the same time forcing them to respect rules. 
In order to meet objectives, dynamic games should be chosen carefully so that they have in their structure, 
sequence driving in conditions like sports games of competition.  
2. Purpose 
This paper proposes the use of dynamic games, enhanced and customized according to age and level of education 
of the subjects contribute to the development of motor skills specific sports games. 
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3. Hypothesis 
We believe that the use of dynamic games selected in accordance with the structure of motor sports games in 
parts of the lesson of physical education and sports will help develop specific skills and learning their sports games 
in a shorter time. 
4. Methods 
To achieve the research, we used the following research methods: Method to study literature at home and abroad 
oriented subjects age peculiarities subject research methodology using dynamic games, sports games methodical 
properties and a number of interdisciplinary work; method teacher observation during physical education lessons in 
teaching practice and methodological applications in sports initiation centers, experimental method during a school 
semester students on a class of initial and final test after applying the independent variable, statistical and 
mathematical method for analyzing and interpretation of research results by using domain-specific indicators 
(arithmetic mean, standard deviation, coefficient of variation, test t and graphical representation method used means 
of training and performance differences in subjects' initial and final testing. 
5. Discussions 
The experiment of this research was conducted by a class of students (grade) from Pitesti, composed of 26 
students (n = 26) during a semester, during which the share allocated dynamic games in certain parts of the lessons 
of education sports and Physical been greater. To assess the level of learning specific skills, we chose control 
samples dribbling through cones at 30m distance with the ball, handball, basketball and football, which had been 
passed at the beginning of the experiment and after using dynamic games in which motor structure is meet similar 
sequences sports games. 
6. Results 
Results of research subjects to control samples applied at the beginning and end of the research are presented in 
Table 1. 




PROBA DE CONTROL 
Dribbling cones handball Dribbling cones football Dribbling cones basketball 
Initial testing Final testing Initial testing Final testing Initial testing Final testing 
1 14,3 11,2 15,2 13,1 14,0 10,6 
2 16,3 13,1 19,4 15,1 15,2 12,0 
3 14,6 12,5 16,4 13,5 13,9 11,2 
4 15,5 13,1 17,3 15,1 14,3 12,4 
5 16,8 14,0 18,3 14,3 15,5 13,6 
6 14,4 11,9 16,6 15,0 14,0 11,8 
7 17,0 14,4 19,0 16,4 15,3 13,6 
8 13,5 10,3 14,0 12,2 11,8 9,6 
9 15,1 13,8 17,8 15,0 14,6 12,6 
10 17,1 15,6 19,2 16,3 15,5 14,9 
11 16,1 13,5 17,3 14,0 17,0 12,9 
12 15,3 12,0 19,0 16,0 16,0 13,7 
13 13,3 11,6 15,4 12,6 12,4 10,1 
14 16,7 12,1 18,3 14,4 16,2 14,1 
15 15,1 13,9 16,0 13,4 15,5 13,1 
16 14,1 12,0 15,6 13,1 13,7 11,0 
17 17,2 11,9 16,4 13,1 15,5 12,1 
18 16,1 13,2 17,1 15,9 14,4 10,6 
19 15,9 11,9 17,0 16,1 15,0 11,9 
20 14,9 11,4 16,3 13,6 14,0 12,1 
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21 18,1 13,2 24,4 19,1 17,6 16,3 
22 16,3 15,1 18,3 15,4 15,4 13,2 
23 14,5 12,4 15,3 13,3 12,7 10,2 
24 20,3 15,2 22,9 16,8 21,4 14,3 
x 15,77 12,89 17,60 14,70 15,04 12,41 
Sd 1,57 1,36 2,35 1,62 1,92 1,65 
Cv 9,98 10,56 13,37 11,05 12,76 13,31 
,,t” 11,67 11,94 10,41 
p p <0.01 p <0.01 p <0.01 
 
Control to dribble through cones sample handball ball (seconds) research subjects to test the initial value is the 
arithmetic average of 15"77 with a standard deviation of 1"57 and a coefficient of variation of 9.98% employed in 
high homogeneity threshold (0-10%), for final testing, the arithmetic mean value to be 12"89 (Figure 1), the 
standard deviation of 1"36 and a coefficient of variation of 10.56% homogeneity mean (10-20%). Value test t 
calculated between the initial and final test results is compared with that of 11.67 which Fischer's table where t 
critical column f = n - 2, ie 24-2 = 22 is 2.819 to p <0.01 indicates that the differences are significant with 99% 
certainty (p <0.01). 
Dribbling football ball between cones (seconds) indicates the initial testing of the arithmetic average value is 
17"60 with a standard deviation of 2"35 and a coefficient of variation of 13.37% classified as medium homogeneity 
threshold (10-20%) for the final testing, the arithmetic mean value is 14"70 (Figure 1), the standard deviation of 
1"62 and a coefficient of variation of 11.05% homogeneous medium (10-20%) . Value test t calculated between the 
initial and final test results is compared with that of 11.94 which Fischer's table where t critical column f = n - 2, ie 
24-2 = 22 is 2.819 to p <0.01 indicates that the differences are significant with 99% certainty (p <0.01). 
Control sample dribbling through cones with basketball (second) performance at initial testing subjects presents 
the arithmetic average value of 15"04 with a standard deviation of 1"65 and a coefficient of variation of 13.31% 
employed in homogeneity threshold average (10-20%), because the final testing, the arithmetic mean value to be 
12"41 (Figure 1), the standard deviation of 1"65 and a coefficient of variation of 13.31% homogeneity mean (10-
20%). Value test t calculated between the initial and final test results of 10.41 which is comparable to that of 
Fischer's table where t critical column f = n - 2, ie 24-2 = 22 is 2.819 to p <0.01 indicates that the differences are 
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7. Conclusions 
Using motion games (preparatory) in physical education lesson at secondary school students help develop basic 
motor skills and specific sports games, driving qualities directly involved in the execution of techniques and tactical 
actions and the development of attention, the accuracy of movements, team spirit, respect for rules set etc. 
Dynamic games contribute to increasing the efficiency of physical education lessons, but also can be a way of 
selection and orientation of students to different sports and especially sports games. 
At the end of the experiment, students in experimental group have acquired more than a series of specific 
elements of sports and were able to apply them in ever-changing conditions of bilateral games. 
Student performance on tests of control both in initial testing and final show us that the best values are obtained 
at dribbling the basketball and handball, and values recorded at dribbling football with the ball are inferior to them. 
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